GERTRUDE'S 
P U Z Z L E S 
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abstract thinking skills in 
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trude's graphics editor. 
Open an enchanting 
world of learning for your 
child. Ages 8-13. 
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LIMITED WARRANTY 


The Learning Company warrants to the original purchaser only that 
the diskette provided with this manual and the software program coded 
on it will perform in accordance with the descriptions in this manual 
when used with the specified equipment. If the program is found defec- 
tive within 90 days of your purchase, it will be replaced. Simply return 
the diskette to The Learning Company or its authorized dealer along 
with a dated proof of purchase. Replacement of the diskette is the full 
extent of our liability. 

This warranty is in lieu of all other warranties, whether oral or written, 
express or implied. Any implied warranties, including those of merchant- 
ability and fitness fora particular purpose, are limited in duration to 90 
days from the date of purchase of this product. 

The.Learning Company shall not be liable for incidental and/or 
consequential damages for the breach of any express or implied war- 
ranty including damage to property and, to the extent permitted by law, 
damages for personal injury, even if The Learning Company has been 
advised of the possibility of such damages. Some states do not allow the 
exclusion or limitation of incidental or consequential damages or limita- 
tions on how long an implied warranty lasts, so the above limitations or 
exclusion may not apply to you. 

This warranty shall not be applicable to the extent that any provision 
of this warranty is prohibited by any federal, state or municipal law 
which cannot be pre-empted. This warranty gives you specific legal 
rights and you may also have other rights which vary from state to state. 

DAMAGED DISK REPLACEMENT POLICY: The Learning Company will 
replace disks that the user damages for a duplicating and handling fee. 
Return your damaged disk and a check for $10 to: 

The Learning Company 
545 Middlefieid Road 
Menlo Park, CA 94025 
Attn: Disk Return Dept. 


®1^2 The Learning Company. All Rights Reserved. The Learning Company reserves all rights in 
the Gertrude character and its name as a trademark and under copyright law. 

Gertrude’s Puzzles, The Learning Company’s logo, and The Learning Company are trademarks of 
The Learning Company. 

Apple is a registered trademark of Apple Computer, Inc. 

Unauthorized reproduction, adaptation, distribution, performance or display of this document, 
thp associated computer program or the audio-visual work is strictly prohibited. 
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WELCOME TO GERTRUDE’S PUZZLES 

Meet Gertrude, the puzzle- 
loving goose. She has some 
challenging puzzles for you to 
solve. They will help you learn 
to see similarities and differ- 
ences, to recognize patterns, 
and to categorize information. 

These are all important learn- 
ing skills. You will use them in 
math, in reading, in science . . . 
in every area of life. 

Her puzzles also make you think. Figuring them out 
takes logic and deductive reasoning: This shape 
goes here. It doesn’t go there. Therefore, the solution 
must be this. 

Take your time. Think it out. Gertrude’s puzzles are 
tricky, but fun. Each time you solve a puzzle, Gertrude 
will light up your screen, play the music, and fly in 
with a treasure for you. 

P.S. Some people may think that Gertrude’s Puzzles is 
just for fun. To see what you are learning, turn to THE 
LEARNING LIST on page 16. 



GETTING STARTED 


Put your Gertrude’s Puzzles 
disk in the disk drive and close 
the door. Turn on your 
computer. 

If you are using an Apple Me 
computer, be sure the CAPS 
LOCK key is pressed down. 





THE LEARNING ROOMS 


As soon as the program is 
loaded, you will see the title 
screen. Then you will see 
Gertrude’s first “learning” 
room. 

Is this the first time you have 
played Gertrude’s Puzzles? 
You will need to learn: 



m how to move. 

■ how to pick up and drop 
objects. 

This is what you move: Q. It’s the green box on your 
screen. It’s called a “cursor.” 

You move your cursor to travel from room to room. 
Arrows and signs point the way. 
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HOWTO MOVE 


First, learn to move your up 

cursor. These are the keys |A. 

you press: left LU [k]^ right 

[m] 

T 

DOWN 


Practice moving. Then follow 
the arrow. Move through the 
open door on the right of 
your screen. 

In the next rooms you can find 
out how to: 

■ pick up and drop things. 

■ move faster or slower. 

■ use a joystick instead of your 
keyboard. 

■ turn the sound off and on. 

If you already know how to do these things, you can 
take a shortcut to the games. Pick up the key and put 
it in the lock above. The hidden door to Gertrude’s 
Puzzles will open. 

PLEASE NOTE: YOU MUST PICK UP THE KEY 
BY ITS HANDLE. OTHERWISE, THE KEY WILL 
NOT FIT IN THE LOCK AND THE DOOR WILL 
NOT OPEN FOR YOU. 
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HOWTO PLAY 


To play, you must first find 
Gertrude. She is resting in 
her nest. 

■ Move your cursor to 
GERTRUDE’S ROOM. 

■ Pick Gertrude up. Take her 
to the puzzle room of your 
choice. 

■ Let Gertrude go. She will fly 
off and return with a set of 
puzzle pieces. 

■ Go through the door marked “HOW TO PLAY.” Read 
the instructions in the rule room. Then take a look at 
the sample puzzle. 

■ When you are ready, move back to the puzzle room. 
Pick up a piece and drop it in a box. Think about the 
rule that will solve the puzzle. Keep trying until you 
can find the solution. 

When you win, Gertrude will 
bring you a treasure. Win 1 2 
treasures in a row and become 
a Master Puzzler. 

To play the puzzle again: 

Pick Gertrude up. The old 
pieces will return to the STORE 
ROOM. Your treasure will pop 
to the TREASURE ROOM. 

Now, let go of Gertrude. She will fly to the STORE 
ROOM and bring back a new set of pieces. As you 
play, Gertrude will rest in her nest. 

To begin a different puzzle: 

Pick up Gertrude. If she is not next to your treasure, 
look for her in her nest. Carry her to the new puzzle 
room. Let her fly off for the pieces. 
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GERTRUDE’S PUZZLES 


Gertrude has dozens of challenging puzzles, all for 
you to solve. When you reach a correct solution, 
Gertrude will bring you a treasure. 

There are three different types of puzzles; LOOPS, 
NETWORKS and BOXES. 


GERTRUDE’S LOOPS: 

■ 2-loop Puzzle (Easier) 

Pay attention to colors and 
shapes to guess which 
pieces belong in each box. 
Pieces that belong in both 
boxes go in the overlapping 
part. You can tell when your 
guess is wrong. The piece 
falls out of the box! Each 
time you play, Gertrude 
may have different rules. 



COLOR CODE: 

B = BLUE 
O = ORANGE 
G = GREEN 
P = PURPLE 


B P 





p 



0 


0 

B 



B 

P 

0. 

1 P 





■ 3-loop Puzzle (Harder): 

Now Gertrude has three 
shape or color rules for you 
to guess, one for each box. 
As in the puzzle above, you 
figure out which pieces 
belong in each box. This 
puzzle has many overlapping 
parts. These are for pieces 
that belong in more than 
one box. 
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GERTRUDES NETWORKS 


m 6-box Network Puzzle 
(Easier): 

Notice the network lines as 
you place each piece in a 
box. Boxes connected by 
one line need pieces that 
differ from each other in 
only one way (different 
shape or different color). 
Boxes connected by two 
lines need pieces that differ 
from each other in two ways 
(different shape and differ- 
ent color). 

■ 9-box Network Puzzle 
(Harder): 

This is like the puzzle above, 
but the three added boxes 
make it much more difficult 
to solve. 

If you fill up all the boxes 
and nothing happens, you 
have not solved the puzzle 
correctly. For a clue, press 
I SPACEBAR I . You will see 
pieces move. Rearrange the 
pieces until you solve 
the puzzle. 
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GERTRUDE’S BOX PUZZLES 


■ 3x3 Box Puzzle (Easier): 

Place one puzzle piece in 
each box. Sound easy? It’s 
not. Every row must have 
only one piece of each color 
and one piece of each 
shape. The same goes for 
the columns. 


■ 4 X 4 Box Puzzle (Harder): 

Place one piece in each 
box. Every row and column 
must have only one piece of 
each color and only one 
piece of each shape. To 
add to the difficulty, the 
pieces in the diagonals 
(from corner to corner) must 
also be different colors and 
shapes. Good luck! 



CEl [o] [U 
H IZl 0 
0 0 0 



H0H0 

roirri i oil p I 

HUE] m] in 
cLminin 


If you can’t solve this puzzle, look for some patterns in 
the solution here. Notice the corner pieces. Look at 
the middle four pieces. 


A map of Gertrude’s world can be found on pages 1 2 
and 1 3 of this manual. The map shows you the puzzles 
and many other special rooms. 


Look for these rooms on the map: 

■ Rule Rooms: These tell you how to work each 
puzzle. 

■ Sample Rooms: These show you one solution to 
each puzzle. 
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MAP OF GERTRUDE’S WORLD 
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TWO SPECIAL ROOMS 


Would you like to play with different puzzle pieces? 
You can trade them in for ones you like better. And 
you can make your own pieces. 

Look at the map on pages 1 2 and 1 3. Find the rooms 
described here. Move your cursor to each of the rooms. 
Try them both out. 

NEW PUZZLE PIECE 
ROOM 

Pass through the STORE 
ROOM to get to this room. You 
can turn puzzle pieces into 
flowers or animals, or any of 
the other shapes waiting in line 
for you. Pick up the shape you 
like. Carry it to the STORE 
ROOM and drop it. Watch what 
happens. All puzzles you play 
will now have the new pieces 
you selected. 
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SHAPE-EDIT ROOM: 

This room is below the STORE 
ROOM. As you pass through 
the STORE ROOM, pick up a 
shape. Carry it to the SHAPE- 
EDIT ROOM and put it inside 
the large box. Your shape 
becomes magnified. The small 
box below shows the piece in 
its original size. 

Place your cursor anywhere on the magnified shape. 
Press [E] (or the bottom joysti ck button). Th is erases 
a piece from the shape. Press ISPACEBARI (or the 
top joystick button) to add to the shape. When you are 
finished, move your cursor to the STORE ROOM. See 
what changes you have made. 

WARNING: If you erase the shape completely and 
drop It outside the box, both It and the correspond- 
ing shapes in the storeroom will be gone. Try not 
to do this. You will have to turn off the computer 
and then start again to get the shape back. 




THE LEARNING LIST 

Gertrude has three different kinds of puzzles. Each has 
easier and more challenging versions. Gertrude hopes 
you will try all three kinds. She suggests you do the 
easier puzzles first. Be sure to check out the SHAPE- 
EDIT ROOM, too. 


PUZZLES THE SKILLS AND CONCEPTS PRESENTED 

GERTRUDE’S 

LOOPS 

(2 versions, 
easier and harder) 

■ □ Discriminating shapes and colors. 

□ Solving loop (Venn diagram) puzzles. 

□ Categorizing and inferring rules. 

□ Using deductive reasoning. 

□ Solving problems with minimal clues. 







PUZZLES THE SKILLS AND CONCEPTS PRESENTED 

GERTRUDE’S 

NETWORKS 

(2 versions, 
easier and harder) 

■ □ Discriminating shapes and colors. 

□ Identifying relationships between objects. 

□ Categorizing and analyzing patterns and rules. 
□ Building network relations. 

□ Discovering multiple solutions. 






PUZZLES THE SKILLS AND CONCEPTS PRESENTED 


GERTRUDE’S 
BOX PUZZLES 

(2 versions, 
easier and harder) 




□ Arranging patterns of shapes and colors 
according to difference rules. 

□ Categorizing and analyzing color and shape 
patterns and relationships. 

□ Using deductive reasoning. 

□ Discovering patterns leading to solutions. 

□ Evaluating partial solutions to arrive at 
complete solutions. 

□ Developing and testing solution strategies. 

□ Discovering multiple solutions. 


SHAPE-EDIT ROOM 



n Using computer graphics techniques. 
□ Thinking creatively. 
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ADDITIONAL ACTIVITIES 

PUZZLE CARDS 

You need four sheets of colored construction paper, 
each sheet a different color. Fold each sheet in half. 
Fold it in half again. This will give you four sections on 
each sheet. 

Think of a design that can be easily changed in four 
ways. On each sheet of paper, draw the four variations 
of your design. Here is one example: 

Cut along the fold lines to 
make 1 6 puzzle cards, four of 
each color and design. 

Use these cards to play sorting 
and puzzle games. Below you 
will find some suggestions. 

PUZZLE CARD SQUARES 
AND PYRAMIDS 

Form a set of nine puzzle 
cards, three of each design and color. Example: 
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Arrange the set in a pyramid so all touching pieces are 
different in one way. This is one solution. How many 
different solutions can you find? 



Next, arrange the cards in a box puzzle. The same rule 
applies: each touching piece is different in one way. How 
many different solutions can you find now? Can you 
arrange the cards to make a two- difference pyramid and 
square? 



Try using all 1 6 cards to make a bigger pyramid and 
square. First try one difference, then two-difference 
pyramids and squares. Do you see an easy way to 
go from a pyramid solution to a square solution? 
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GO GET GERTRUDE! 

This is a card game for 2 or more players. You need a 
die and a deck of playing cards. Shuffle and deal eight 
cards to each player. Stack the remaining cards face 
down on the table. Turn up the top card. Place it next 
to the stack face up. 

Players will find it helps to arrange their hands in 
numerical order by suits (hearts, clubs, diamonds, 
spades). Decide who plays first by rolling the die. 
Highest roll begins. Play moves clockwise around 
the table. 

To win you must be the first to discard all the cards in 
your hand. You may discard only one card each turn. 
Your discard must differ from the last card played 
according to the roll of the die. If you roll an even 
number, you must play a one-difference card. An odd 
number means you play a two-difference card. Each 
turn you must roll the die. Here is the die rule: 
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EVEN-NUMBER ROLL = PLAY A ONE-DIFFERENCE CARD 


(2, 4. 6) □ Different suit/same number/ same color. 

□ Different number/ same suit/same color. 


ODD-NUMBER ROLL = PLAY A TWO-DIFFERENCE CARD 

(1,3,5) □ Different suit/different color/ same number. 

□ Different suit/different number/ same color. 


What if you can’t play a card? Draw from the stack 
until you find one to discard. You must keep all the 
cards you draw. If anyone plays an incorrect card, say: 
“GO GET GERTRUDE!” If you are right, that player 
must take back the card, draw another card from the 
stack, and forfeit the turn. However, if someone has 
already played on the incorrect card, the erring player 
is off the hook. 
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SPECIAL KEYS 


KEY 


Apple 11+ 

Apple lie 

▲ 

M 

▼ 

▼ 


CONTROL 


■■■ 

II U IM ■! II 

CONTROL — |G1 

^^BdI 

Hold down 
[II.0.0, [M] 

SPACEBAR 

SPACEBAR 



isasiaBi 

SaSiBBH 

ESC 

ESC 

CAPS 

LOCK 



FUNCTION 


Press this with [j],0,[^,or[^ to move 
the cursor a short distance (for fine 
control). 

Press both keys at the same time to 
turn the sound ON or OFF. 

Make the cursor move continuously 
(IREPTI means 'Repeat'). 


Pick up or drop objects. 

Press both keys at the same time to 
see the special keys list on the screen. 

Leave the game. 

Makes all capital letters when down. 
NOTE: CAPS LOCK MUST BE IN 
DOWN POSITION TO PLAY 
GERTRUDE’S PUZZLES ON 
THE APPLE lie COMPUTER. 


moves the cursor up. 
moves the cursor down, 
moves the cursor to the left,, 
moves the cursor to the right. 


23 





















With a joystick: 




If you have a joystick 

■ Press either button to “wake up" 
the joystick. 


■ Use the joystick handle to move 
around. 


■ Press either button to pick up or drop 
objects. 

For best results, use a joystick with a 
handle that returns to the center when 
it is released. 
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GLOSSARY 


ARRAY 

□ □□ 

□ □□ 

□ □□ 


ATTRIBUTE 


COLUMN 

□ 

□ 

□ 

□ 


GRAECO-LATIN 

SQUARES 

BBS 

BBS 

BBS 


An orderly arrangement of 
objects. In Gertrude’s Puzzles, 
the arrays are arrangements of 
boxes in rows and columns. 

A feature or characteristic of an 
object. For example, color and 
shape are attributes of the puzzle 
pieces in Gertrude’s Puzzles. 

An arrangement of boxes in a 
vertical line. 


An arrangement of objects in a 
square array (Box Puzzles). The 
objects have two distinguishing 
attributes (in Gertrude’s Puzzles 
they are shape and color). The 
arrangement requires that no 
two objects of the same color or 
shape may appear in the same 
row or column. In the 4 x 4 array, 
the main cross diagonals must 
also conform to the rule. 
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LOOP PUZZLE 


MAIN CROSS 
DIAGONALS 

Moqir 

ROW 

□ □□□ 


The Loop Puzzles in Gertrude’s 
Puzzles are technically known 
as “Venn diagrams.” (See 
below.) 

An arrangement of boxes from 
corner to corner in a square 
array. 


An arrangement of boxes in a 
horizontal line. 


VENN DIAGRAMS 


AA 

AA 



A 


A 


Venn diagrams are useful in 
picturing sets and the relation- 
ships between sets. For 
example, if the set is triangles, 
triangles would appear inside 
the box, non-triangles outside 
the box. If there are two rules, 
for example, blue shapes and 
triangles, the blue shapes fit in 
one box. The triangles fit in the 
other. Blue triangles (fitting 
both rules) go in the middle 
where the two boxes overlap. 
In Gertrude’s Puzzles you will 
also find a 3-loop (or 3-box 
Venn diagram) puzzle. A 
3-loop could represent: 

1 St square: blue pieces 
2nd square: green pieces 
3rd square: triangles 
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MORE FROM THE LEARNING COMPANY 


JUGGLES’ RAINBOW 

Children develop reading and math readiness skills by playing 
with dancing rainbows, butterflies and windmills. Ages 3-6. 

BUMBLE GAMES 

With Bumble, a friendly creature from the planet Furrin, children 
learn fundamental math skills and create computer graphics. 
Ages 4-10. 

BUMBLE PLOT 

Children learn advanced math skills and create computer 
graphics by plotting positive and negative numbers. Ages 8-1 3. 

MOPTOWN PARADE 

Children learn thinking and problem-solving skills by strategically 
arranging colorful Moppet characters. Ages 6-10. 

MOPTOWN HOTEL 

In the fantasy world of Moptown, children learn to hypothesize 
and develop strategic thinking skills. Ages 9 and up. 

MAGIC SPELLS 

Children sharpen spelling skills through an adventure world of 
castles, demons and wizards. Ages 6-10. 

GERTRUDE’S SECRETS 

While solving playful puzzles with Gertrude, the go-getter goose, 
children develop logical thinking skills. Ages 4-10. 

ROCKY’S BOOTS 

Learn the basics of computer logic and circuitry by designing 
machines using simulated logic elements. Play 39 games or 
create your own. Ages 9 to adult. 
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About the Author 

Teri Perl, Ph.D., designed the games in 
Gertrude's Puzzles. A leading mathematics 
educator, she has extensive experience as 
a writer and designer of creative learning 
materials. Prior to joining TLC, Dr. Perl 
worked extensively with children and teachers 
exploring new approaches to mathematics 
education. She earned degrees from Stanford 
University and Brooklyn College. 


The Learning Company is widely regarded as 
the pioneer in computer learning software. 

The company was founded by educational 
psychologist Dr. Ann Piestrup and the roots 
of the company remain grounded in educa- 
tional theory. All TLC software programs are 
evaluated by its team of educational authorities 
and are extensively tested with children for 
their playful format and learning value. The 
company remains committed to providing 
children with software that teaches conceptual 
learning, logic and problem solving — skills 
that are needed for the computer age. 

Gertrude's Puzzles, The Learning Company's 
logo, and The Learning Company are trademarks 
of The Learning Company. 


The Learning Company 
545 Middlefield Road 
Menlo Park, CA 94025 



